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WARNING: PLEASE CAREFULLY READ THE PRECAUTIONS BOOKLET INCLUDED 
WITH THIS PRODUCT BEFORE USING YOUR NINTENDO® HARDWARE SYSTEM, 
GAME PAK OR ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT SAFETY 
INFORMATION. 


IMPORTANT SAFETY INFORMATION - READ THE FOLLOWING 


WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 


AAWARNING - Seizures 


Some people (about 1 in 4000) may have seizures or black outs triggered by light flashes, such as while watching TV or 


playing video games, even if they have never had a seizure before. 


Anyone who has had a seizure, loss of awareness, or other symptom linked to an epileptic condition should consult a 


doctor before playing a video game. 


Parents should watch when their children play video games. Stop playing and consult a doctor if you or your child have 


any of the following symptoms: 
Convulsions Eye or muscle twitching 
Altered vision Involuntary movements 


To reduce the likelihood of a seizure when playing video games: 
1. Sit or stand as far from the screen as possible. 


2. Play video games on the smallest available television screen. 


3. Do not play if you are tired or need sleep. 
4. Play in a well-lit room. 
5. Take a 10 to 15 minute break every hour. 


Loss of awareness 
Disorientation 


AWWARNING - Repetitive Motion Injuries 


Playing video games can make your muscles, joints or skin hurt after a few hours. Follow these instructions to avoid 
problems such as Tendonitis, Carpal Tunnel Syndrome or skin irritation: 


Take a 10 to 15 minute break every hour, even if you don't think you need it. 
If your hands, wrists or arms become tired or sore while playing, stop and 
rest them for several hours before playing again. 

If you continue to have sore hands, wrists or arms during or after play, stop 
playing and see a doctor. 


_ LAAWARNING - Battery Leakage 


Leakage of battery acid can cause personal injury as well as damage to your Game Boy. If battery leakage occurs, 
thoroughly wash the affected skin and clothes. Keep battery acid away from your eyes and mouth. Leaking batteries may 
make popping sounds. 

To avoid battery leakage: 
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Do not mix used and new batteries (replace all batteries at the same time). 

Do not mix alkaline and carbon zinc batteries. 

Do not mix different brands of batteries. 

Do not use nickel cadmium batteries. 

Do not leave used batteries in the Game Boy. When the batteries are losing their charge, the power light may 
become dim, the game sounds may become weak, or the display screen may be blank. When this happens, 
promptly replace all used batteries with new batteries. 

Do not leave batteries in the Game Boy or accessory for long periods of non-use. 

Do not leave the power switch on after the batteries have lost their charge. When you finish using the 

Game Boy, always slide the power switch OFF. 

Do not recharge the batteries. 

Do not put the batteries in backwards. Make sure that the positive (+) and negative (-) ends are facing in the 
correct directions. Insert the negative end first. When removing batteries, remove the positive end first. 

Do not dispose of batteries in a fire. 
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THIS PRODUCT HAS BEEN RATED BY THE ENTERTAINMENT 


THIS OFFICIAL SEAL IS YOUR ASSURANCE THAT NINTENDO 
SOFTWARE RATING BOARD. FOR INFORMATION ABOUT HAS APPROVED THE QUALITY OF THIS PRODUCT. ALWAYS 
THE ESRB RATING, OR TO COMMENT ABOUT THE LOOK FOR THIS SEAL WHEN BUYING GAMES AND 
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THIS GAME PAK INCLUDES A MULTI-PLAYER MODE 
WHICH REQUIRES A GAME BOY® ADVANCE 
GAME LINK® CABLE. 


LICENSED BY 


NINTENDO, GAME BOY, GAME BOY ADVANCE 


AND THE OFFICIAL SEAL ARE TRADEMARKS 
OF NINTENDO. 


THIS GAME PAK WILL WORK ONLY WITH THE 
© 2001 NINTENDO. ALL RIGHTS RESERVED. GAME BOY® ADVANCE VIDEO GAME SYSTEM. 
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iGertiig Started 
Ansert the Monster Force Game 

is 9 into the Game Boy® Advance . | 
and turn on the system. Press 
START, once the Title Screen has 
appeared, to access the Main 
Menu. There you will have four 
choices: New Game, Continue 
Game, Multiplayer and Options. 
Select New Game to begin playing 
Monster Force. Choose Continue 
Game if you have a previously 
saved game. Choose Multiplayer 
to battle head-to-head with a friend. Options will allow you to adjust 
music and sound effects, as well as view the game credits. 
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GAME BOY ADVANCE 


_ Start Game/Pause/Return to Game STARE iit 
Highlight Menu Selection Control 
F. Down Y, Left <4, Right > 
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me/Zontrol(s_ 
ayable Characters 


Triple Shot 


A Button while moving 

B Button 

B Button held down 

B Button three times in quick 
succession (Sound effect 


indicates a successful shot) ff 
Cycle Through Tool Inventory... .L Button 
Use Tool Inventory Item. .... ..- R Button 
Drop Relic/Tool Inventory item. . . SELECT 
—— : 
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family, the family Frankenstein. As they grew older, both brothers, 
Percy and Victor, experimented with the creation of life. They 
were successful in their attempts and brought much honor to 
the family name. But the familial pride quickly turned to dismay 
when their creations started scaring the neighbors. With their 
creations now dubbed “monsters,” the well-meaning scientists 
decided to retreat to a new land where mobs and torches would not 
bother them, and so Monsterland was born. 


Pte brothers Frankenstein used their scientific genius to shape 
: Monsterland into a vast world, where other misfit creatures soon 
came to dwell. The brothers each had a lab, and the labs were 
located on opposite sides of this world. The older brother, 
Victor Frankenstein, was loved by his creations, andhis 
favorites were three young monsters, Frank, Drac and 
_ Wolfie. Though not really of the scientific mindset, they oat 
became his lab assistants. ils: le ieee: 
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a One night, Victor was working alone in his lab. he d sent 
his three young apprentices home, but was so excited-about 
his newest experiment that he couldn’t stop until he 

finished. Startled by a noise, Victor whirled around to find... 


than they remembered. Suddenly, there are strange pumpkin 
creatures everywhere, and they’re not very friendly. They rush to the lab, but Dr. 
q Frankenstein is nowhere to be found, and there is evidence of a struggle. With 
~ these little clues, Frank, Drac and Wolfie vow to find their creator. Their best 
plan is to travel to Dr. Percy’s castle and see if he can help. 
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Finding De. Frankenstein 


The road to Dr. Percy's castle, which used to 
be peaceful, is now dangerous. Pumpkins 
and evil creatures are everywhere. Our ' 
heroes must battle their way through the _ 
seemingly endless armies. Besides that, 
Monsterland has never been very easy to 
navigate. Most lands are absolute mazes 
with all sorts of obstacles blocking the path. 
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— on The apprentices awaken to a very different Monsterland | 
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Zones and Trial Levels 
Monsterland is divided into nine Zones, each 
featuring its own monster culture. Each Zone is 
made up of three stages. The first two are your 
normal get-to-the-end-in-one-piece levels, but the 
last stage features a particular skill test that you 
will need to meet in order to succeed in the level. 
Failing the Trial will not keep you from proceeding 
to the next stage, but you will not receive a 
ranking (for more on rankings, see page 12). 


SKI Tests a 


The Trial stages within the Zones feature multiple Skill Tests. These are 
secondary tasks that challenge you to go through the level in a particular 
way, such as defeating 100% of the enemies. By succeeding in the Skill 

_ Tests, players ¢ 
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Igor and the Message Scre 
Igor, an old friend of the Frankenstein family, runs the 
local Store. He is also worried about Dr. Victor, so he 
offers all the help he can to the young heroes through 
messages and advice. When you encounter something 
new, the Message Screen will appear and Igor will 
give an explanation to help you. 


Each monster has three different shots he must , 
master for battle. Many enemies are vulnerable 
wrercracd os to only one kind of shot. The first shot is the Normal 
donne : Shot (B Button). This is the least powerful attack 
ae and will only damage the first enemy it hits. Most ‘ 


enemies can be destroyed eventually by a Normal 
Shot, but they will not leave any goodies behind. 
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The next shot is the Force Combo (B Button held), 
a more powerful attack. The Force Combo will dam- 
age all the enemies in its path. Using the Force 
Combo to destroy enemies will cause them to leave 
atoms behind. The more enemies you destroy with 
one Force Combo Shot, the higher the value of 
atoms each successive enemy will leave behind. 


The final shot is the Triple Shot (B Button in quick 
succession), the most powerful attack. A Triple Shot 
is achieved when you fire twice more immediately 
after releasing a Normal Shot. The two shots are 
increasingly more powerful. A sound effect will let 


_ you know when you've done it correctly. 
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Ranking 
At the end of every level, you will be given 
an atom ranking and bonuses based on 
certain factors achieved in the level. The 
atom ranking is based on the number of 
atoms collected through the level. You also 
receive atom bonuses for Time and Perfect 
performances. The Time Bonus is given 

if the level is completed within a certain 
amount of time, and a Perfect Bonus is 
received if the level is completed without 
taking a hit. Ranking is an important aspect 
of the game—who knows what will happen 
when a perfect ranking is achieved? 


cuffency of Monsterland is bits of energy 
called atoms. Atoms can be found in pumpkins 
\ or dropped by enemies. You want to collect as 
| many atoms in a level as possible to achieve 
© a higher ranking, but you can also buy very 

\ valuable Power-ups in the Store between levels. 
The Store is run by Igor, who has a good stock 

| of items. Igor sometimes gets rare items that 
4 are more powerful, but be prepared to pay. 
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ats and/Power-ups 1 <1, 
‘a 7 As our three heroes make thei 
journey, their skills can be devel- 
oped. Shot strength and Health 
Points can be increased with 
Power-ups found in the Store. 
These Relics increase your stats 
as long as you have them. They 
are stored in the Relics Inventory. 
Each monster can carry four Relic 
; Power-ups. Customize your 
monsters’ abilities as you like. 
If you want to store a new, more 
powerful Relic but your four slots 
are full, simply access the Relics Inventory in the Pause Menu, or while 
you are in the store, and choose one that you want to get rid of. Pressing 
SELECT will drop that item allowing you to pick up the new one. 
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in the monster's Too! Inventory. Some Power-ups, ile. Bombs 
(shown at left) which damage all the enemies on screen, can be 
used only once. 


Certain Power-ups, like Invincibility, are granted for a limited time. 
The last type of Power-up is the Scroll. Scrolls are very rare or 
expensive as they permanently increase a character's Force Combo 
Shot Power, Normal Shot Power or their Maximum Health Points. 
The Tool item in hand is displayed in the bottom left corner of the 
screen. Press the R Button to use that item. Press the L Button to 
cycle to the next item. An item can be used only if it is displayed. 
If you are unsure of what a Power-up does, check the Pause 
Screen for a brief description. You can also drop unwanted Tool 
items by pressing SELECT either in the Pause screen or in-game. 
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olor coded to indicate their level. Level 1 is red, Level 2 is blue afd 


6 ope periods. Obviously a Level 3 Tool will last longer than a Level 1 Tool. The 
— lack-colored Tools provide a permanent or maximum enhancement to your stats. 


s Health is used to restore your monster's 
Jem) 


Health Points. Health comes in all four levels. 


degrees, depending on their level. | 


“2 as Invincibility makes the monster invulnerable 


© é © Bombs damage nearby enemies in varying | 
al | 
ee € 
“iy ts S40" for a limited amount of time. 


@) =) ® The Magnet Shot allows you to collect out-of- 
‘© “© teach atoms with your FORCE COMBO shot. 


.-. A Double Shot will make your FORCE COMBO 
1 . ° " . 
ae Sh re shoot in two directions, one in front and one 


j gale.» 
in back. . wr ial 
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A Three-Way Shot causes your FORCE COMB 
shot to shoot in three directions. 


Medicine will cure your monster of any status 
effects, such as Slow or Atom Drain. 


The X-Ray Shot will allow your FORCE COMBO 
to pass through solid walls. 


The Reflect Shot will cause your FORCE COMBO 
to bounce off solid walls. 


The Leech Shot will allow your FORCE COMBO 
to steal Health Points from your enemies to 
restore your own. 


Drain Shots will make your FORCE COMBO more 
powerful by draining your atoms, health, or both, 
depending on the level. sini 
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The Doom Shot will make your FORCE COMBO 
so powerful it will destroy enemies in one 
~ Unfortunately, it doesn’t work on Shadow Cr 
or Bosses. 


A Decoy is an exact copy of your monster that 


oh A @) attracts all surrounding enemies to it. Use it to 


‘ 

distract your enemies and destroy them from : 

a safe distance. 
Mystery Rings need to be used to find out } 

P) what they contain. Mystery Rings also come F 


in Gauntlet and Amulet levels. 


Scrolls are Tools that affect the abilities of your 


monster permanently. There are three types of 
Scrolls: One to raise your Health Points, one to 


make your Normal Shot more powerful and one to 
increase the power of your Force Combo. 
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Relies 
Relics come in varying degrees of power. Red indicates a Ring level. Blue is a 
Gauntlet, which is more powerful. Green symbolizes the most powerful relic, 
the Amulet. Relics will only have an effect on your monster's abilities as long 
as they are held in the monster's Relic Inventory. Once you get rid of a Relic, 
you lose its power. 


J 


‘®) s *) Armor Relics increase your monster’s Health Points. 


ia) a @® Attack Relics make your monster's Normal Shot 
= = = more powerful. 


ci c Force Relics raise the power of your Force Combo. 


(3) ry a Luck Relics increase the ance that enemies will 
_ , drop higher values of while you hold this item. 
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e + ey The Reanimator is a one-u: 2 Relic that. if if Uae ® 


your inventory, will bring you back to life if 


One of Frank's best friends, this 
vampire, with his dramatic gestures, 
is definitely caught up in how cool 
he is. Fortunately, Frank and Wolfie 
are there to keep his head from 
getting too big. Drac is the most 
well-rounded of the three heroes. 
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This powerful young monster spends 
his days hanging out with his two 
best friends, Drac and Wolfie. Frank 
is stronger than his friends, but is 
also the slowest of the three. 


The third in the group 
of young friends, Wolfie 
is scrappy and a bit 
hyper. His wolf abilities 
allow him to run faster 
than his friends, but he 
is the weakest member 
of the group. 
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re Victor Frankenstein 
enius has done much for Monsterland, and he » 
y all his creations. HiS mysterious disappearance 

has set his young apprentices off on their quest. 


. 


“The young monsters hope that Percy, the younger 
» brother of Victor, can help them find their creator. 


Enemies 

Strange pumpkin creatures now cover 
Monsterland, and other unfriendly creatures have also 

appeared. Some of these enemies can be destroyed only 

by a certain type of shot. Experiment to find out which 

one works. If the creature cannot be damaged by that 

type of shot, the attack will bounce off harmlessly. 
‘ Some enemies’ attacks can affect your status, such as 
paralyzing your shooting power or reversing your controls. 

When this happens, a small bubble will appear over 
your monster until the effect wears off. — 24 


The Pause Screen 


e Pause Screen will show you quite a bit 

of information about your character: 

¢ Number of atoms 

¢ The percentage of Health Points your 
character has out of the maximum 

¢ The percentage of Force Attack your 
character has out of the maximum 

¢ The percentage of Normal attack your 
character has out of its maximum 

e Play time 

¢ Power-ups and and their descriptions 

e Press Control Pad Up 4, or Down ¥ to switch between the Relic Inventory 
and Tool Inventory. 


Multiplayer 


The good Dr. Victor has been creating some 
interesting items that are a little volatile. 
Unfortunately, his apprentices don’t seem to 


appreciate the danger. They have actually beh n 
-" oxi biad h 
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to hide these items away from the Monsters, but whenever he turns around, 


these Salons and made their own game using them. Dr. Victor keeps trying 
iey’ve got them again. 


Players can battle it out in nine new arenas, one in each Zone. The arenas are 
‘unlocked by playing through the single-player mode. The controls are the same 
as in the single-player mode but new Power-ups are available to use against 
your opponent. The player who wins the most matches out of a set number wins 
the game. 


How to Link 


In order to play the multiplayer mode of Monster Force, each player will need 

a Game Boy® Advance system, a Monster Force Game Pak, and one Game Boy® 
Advance Game Link® cable to link the two systems. Making sure that both 
systems are turned off, insert the Monster Force Game Paks, one in each Game 
Pak slot. Then connect the Game Link® cables, inserting the cables into the 
External Extension Connectors (EXT). The system with the purple end of the 
cable is the master system. Turn on each Game Boy® Advance. Pla ers then 
choose Multiplayer on the Title screen and press START. Players Plies wil choose: nitrite 2 
their monsters, and the master system player will choose the arena. 
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7 SoFna and Loading 


__-To load a saved game, choose Continue Game from the Main Menu screen. Then 
“select your game from the three save slots. You will begin your game from the 
beginning of the last stage where you saved. 


A You will have the option to save after successfully completing a level. If you die 
while playing the level, you can choose to continue playing or to quit the game. 
If you choose to continue, you will return to the Level Select Screen to begin the 
\ level over. If you would like to start a new game but the three save slots are full, ] 
you can erase a saved game by choosing the slot and pressing SELECT. You can 
also simply overwrite any file. | 


Like the Game So Far? 


Then log on to www.monsterforce.com now and check out some cool things 
that Frank, Wolfie and Drac and their friends are up to: 


¢ Screenshots ¢ Downloads 
¢ Browser Skins ° Tips and Tricks 
¢ Desktop Wallpapers ¢ Screensavers 


AND TONS MORE!! Sie: 
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Ustomer Support |» 


Technical Support 
Phone: (Toll-Free) (866) 582-7063 (U.S./Canada only) 
or (310) 649-8016 (outside U.S./Canada) 
Fax: (310) 258-0755 
Internet: http://support.vugames.com 


Customer Service 


(8 a.m.-5 p.m. PST Monday-Friday) 
Phone: (Toll-Free) (866) 341-0879 (U.S./Canada only) 
or (310) 649-8006 (outside U.S./Canada) 


. 
Mail 
Vivendi Universal Interactive 
4247 S. Minnewawa Ave., Fresno, CA 93725 


ive Technical Support can be reached in the following ways: > 


lan Anderson 


~ Léad Artist 


Ray Cosico 


Project Manager 
Lars Bakken 


System Programmers 
Adam Rippon 
Bryan Sawler 


Tools Programmers 
Tim Glasser 
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Carlos Guzman 
Tom Lisowski 
Vaughn Ross 
Daniel Shallock 
Luc Verhulst 
Peter Ward 


Production 
Allison Farquhar 
Bill Schmidt 
Mathew Sammons 
Dan Young 


Sound Design and 
Production 
Robert Baffy 


Additional Music 
Ed Cosico 


Senior Producer 


Renée Johnson 
Creative Director 
Mike Mika 


Art Director < 
Boyd Burggrabe 


Production Manager 
Chris Charla 


Executive Producers 
Andrew Ayre 
Jeff Vavasour 


Special Thanks 

Kristy Jennings 

Mindi Levine ; 
Kristen Mullin 

Darryl Starr 
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: > Director 
Ricci Rukavina 
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/~Rrbduction Coordinator 


Melissa Miller 


Senior Producer 
Daniel Suarez 


Additional Production 
Support 
Sean Mountain 


Vice President of 
Production 
Neal Robison 


Vice President of 
Global Marketing 
Torrie Dorrell 


Sr. Product Manager 
Craig Howe 


Marketing Coordinator 
Jason Covey 


Senior Manager Public 


Relations 
Alex Skillman 


JSre Publicist 
Sandra Shagat 


Director of Promotions 
Chandra Hill 


Creative Services 
Supervisor 
Michael Sequeira 


Booklet Design 
Lauren Azeltine 
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Absolute Quality Inc. 


Special Thanks 
Big Sesh Studios 
Letty Cadena 
Ken Cron 

Scott Johnson 
Gary Lake 

Vijay Lakshman 
Tom Petit 

Sarah Rico 
Nancy Rinehart 
Suzan Rude 
Marcus Sanford 
Joey Sayson 
Agnés Touraine 
Luc Vanhal 

VUG Sales Team 
Jim Wilson 
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L LIMITED WARRANTY 4 


This software program, any printed materials, any on-line or electronic documentation (thé,”Progfam”") are FREKOR “heieed work of 
Universal : Cie or its licensors. All \ll use of the Program is governed by the terms of the User License-Ajreement which 


is provided below (“License”). The Program's solely for use by end users according to the terms License gid pment. Any use, 
ep duction or redistribution of the Program not in accordance with the terms of the License Agr eft is expregly prohibited. 


END USER LICENSE AGREEMENT 

/ 1. Limited Use License. Universal Interactive, Inc. (”UI") hereby grants, and by utilizing the Program you thereby accept, a limited, 
nonexclusive license and right to use one (1) copy of the Program for your use on a Nintendo Game Boy® Advance game system. 

| 2. Ownership. All title, ownership rights and intellectual property rights in and to the Program and any and all copies thereof (includ- 
ing but not limited to any titles, computer code, themes, objects, characters, character names, stories, text, dialog, catch phrases, loca- 
tions, concepts, artwork, animations, sounds, musical compositions, audiovisual effects, methods of operation, moral rights, any 
related documentation, and “applets” incorporated into the Program) are owned by UI or its licensors. The Program is protected by 
the copyright laws of the United States, international copyright treaties and conventions and other laws. All rights are reserved. The 
Program may contain certain licensed materials, and UI's licensors may act to protect their rights in the event of any violation of this 
Agreement. 

3. Responsibilities of End User. A. Subject to the Limited Use License as set forth above, you may not, in whole or 
in part, copy, photocopy, reproduce, translate, reverse engineer, derive source code from, modify, disassemble, decompile, or create 
derivative works based on the Program, or remove any proprietary notices or labels on the Program without the prior consent, in 
writing, of UI. 

B. You are entitled to use the Program for your own use, but you are not entitled to: sell, grant a security interest 
in or transfer reproductions of the Program to other parties in any way, nor to rent, lease or license the Program to others without 
the prior written consent of UI; or exploit the Program or any of its parts for any commercial purpose. 

4. Program Tanai. You may permanently eek gl of your rights under this License, provided the recipient agrees to the terms 
of this Li 

5. Termination. This License is effective until tiated. You may terminate the License at any time by destroying the Program. UI 
may, at its discretion, terminate this License in the event that you fail to comply with the terms and conditions contained herein. In 
such event, you must immediately destroy the Program. 

6. Limited Warranty. Ul EXPRESSLY DISCLAIMS ANY WARRANTY 

MANUAL(S) ARE PROVIDED “AS 1S" WITHOUT WARRANTY 
LIMITATION, THE IMPLIED WARRANTIES OF MERCHANTABILITY, 


RAM AND MANUAL(S). THE PROGRAM AND 
IER EXPRESS OR IMPLIED, INCLUDING, WITHOUT 


rtfowever Ul.warrants the cartridge(s), on which the Program is furnished, to be free from defects 
hip, under normal use, for a period of ninety (90) days from the date of delivery. UI's sole li ity, in 
Ve disk shall be to give You a replacement cartridge. Some states do not allow the exclusion or limitation’ of 
equential damages, or allow limitations on how long an implied warranty lasts, so the above limitations may 


Ot vl 

# Limitation o bility. NEITHER UI, ITS PARENT, SUBSIDIARIES, AFFILIATES OR LICENSORS SHALL BE LIABLE IN ANY WAY FOR 

OR DAMAGE OF ANY KIND RESULTING FROM THE USE OF THE PROGRAM INCLUDING, BUT NOT LIMITED TO, LOSS OF GOOD- 

ORK STOPPAGE, COMPUTER FAILURE OR MALFUNCTION, OR ANY AND ALL OTHER COMMERCIAL DAMAGES OR LOSSES. 
Some states do not allow the exclusion or limitation of incidental or consequential damages, or allow limitations on how long an 
implied warranty lasts, so the above limitations may not apply to you. 

8. Equitable Remedies. You hereby agree that U! would be irreparably damaged if the terms of this License were not specifically 


enforced, and therefore you agree that UI shall be entitled, without bond, other security, or proof of damages, to appropriate equi- 
table remedies with respect to breaches of this License, in addition to such other remedies as UI may otherwise have available to it 
under applicable laws. In the event any litigation is brought by either party in connection with this License Agreement, the prevail- 
ing party in such litigation shall be entitled to recover from the other party all the costs, attorneys’ fees and other expenses incurred 
by such prevailing party in the litigation. 

iscellaneous. This License shall be deemed to have been made and executed in the State of California, and any 
dispute arising hereunder shall be resolved in accordance with the law of the State of California. This License may be amended only 
(_- by an instrument in writing executed by both parties. This License constitutes and contains the entire agreement between the par- 
ties with respect to the subject matter hereof and supersedes any prior oral or written agreements. 


Mail: Vivendi Universal Interactive 

_ Attn: Warranty Processing 

4247 S. Minnewawa Ave., Fresno, CA 93725 
Phone: (Toll-Free) (866) 341-0879 (U.S./Canada pol 
Or Bede) 649-8006 (outside U.S. sana we 
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